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An immense battle had taken place which shook 
the once great city of Greyward to ruins. In the midst of 
the rubble, Balkion the Foul ripped the final talisman 
from the clutched fist of the dead paladin. For centuries, 
many had stood in his way. This shattered mortal before 
him now was just another felled adversary among 
thousands. “Anticlimactic,” he whispered under his 
breath. “I now hold the key to world domination, and 
this... child was all that was left to stand in my way.” 
With that, the archdemon assembled the relics that he 
had collected through the ages. As the final piece 
snapped into place, dark power surged uncontrollably 
through his body. 

Suddenly, the great city trembled and shook 
with a terrible quake. Balkion's scream was 
unexpectedly cut short. Even the echo of his cries met a 
sudden and irrevocable hush. A ten-mile wide crater 
was all that remained. Balkion and his assembly of 
terrible artifacts were never heard from again. 

Ages later, from the same crater that was once 
the site of the city of Greyward, scores of tiny 
demonlings poured forth. They came from a dead and 
terrible world. The rift imps, or kvals, tell of a pocket 
dimension only a few miles wide. This tiny demiplane 
was a prison for terrible self-consuming evil for 
millennia. As the evil began to decay into oblivion, the 
kvals grew in number, feasting on the rot like maggots 
on carrion. As the kvals multiplied, they could see the 
veil between the worlds become thinner. Some kvals 
even took up arms against the remaining evil to speed 
up the process. When the dimension collapsed, the only 
creatures small enough to escape through the tiny rifts 
between the two worlds were the kvals. Stranger still, 
the kval race is not foreign to the world of men; they 
have been appearing through similar rifts for ages. 

Sages speculate that kvals are a product of the 
fabric of reality itself. These scholars believe that the 
universe has a built-in safety mechanism for when the 
balance of good and evil becomes violently tipped 
towards evil. The world itself quickly expels the evil, 
excising it and the surrounding area as one might 
remove a cancerous tumor. The offending land then 
resides in a self-contained demiplane where it festers for 
untold ages and collapses. The kvals are part of that 
processes, acting as agents of entropy to the evil that 
resides within. When the malevolence is mostly 
consumed, the energies that maintain this microcosm 
collapse and deposit the kvals into the mortal world, 
sometimes in great hordes. When unleashed upon this 
world, most kvals continue to fight the forces of evil. 
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PHYSICAL DESCRIPTION: Looking upon a 
kval, one might be convinced it is a wicked, wingless 
imp. It stands only about one-foot tall, has goat-like 
horns, bright orange cat-like eyes, and a long, spade- 
tipped tail. Its skin is pale blue, and its simian mouth 
is full of sharp teeth. It even smells of fire and 
brimstone. Perhaps its most alarming feature, 
however, is its large and disproportionate hands. This 
minuscule, wiry-looking creature has hands the size of 
a full-grown man’s, with three clawed fingers and a 
thumb. The hands, which appear far too heavy for the 
creature to wield, are actually capable of grasping and 
using Small-sized weapons. This creature is amazingly 
strong for its size. 

Kval voices are deep and sinister, and often 
carry a thick abyssal accent. They hiss loudly when 
scared or angry. 

ECOLOGY & SOCIETY: The secret of the kval's 
strength is their incredible density. While standing 
only about a foot tall, a kval weighs over 100 lbs. It 
seems to be made of matter not common to this world. 
When badly injured, a kval bleeds a shadowy and 
insubstantial ooze that is toxic to all life. Dissection of 
these creatures is difficult, as their ichor penetrates 
nearly any barrier. From what can be ascertained, the 
kvals have many sack-like, though unidentifiable, 
organs, a skeletal system that seems to be composed of 
a dark metallic compound, and a fragile crystalline 
structure in their head that likely serves as a brain. 
Unfortunately, a kval’s body decomposes very 
quickly, leaving an indelible black stain only one day 
after death. 

Kvals have unusual eating habits and will 
consume just about anything in large quantities. One 
peculiar habit that many find particularly disturbing is 
their propensity to devour fallen foes. A kval can 
consume an entire Medium-sized corpse in just a few 
hours, bones and all. While many find the act to be 
particularly ghoulish, the fact that kvals only find evil 
creatures to be palatable provides a small measure of 
solace. 

Kvals have no sexual organs or any means to 
reproduce, though seem to spontaneously generate in 
naturally occurring demiplanes in which great evil is 
contained. As the evil wanes, the population of kvals 
increases. The frequency is exponential, so that by the 
time the demi-realm collapses, most of the rift imps 
entering the mortal world are brand-new or only a few 
days old. While very naive at this young age, they are 
fully grown and functional adults. Kvals are immortal 
creatures that never show signs of age. Unfortunately, 
their unquenchable thirst to destroy evil often brings 
about their demise in less than a century after entering 
this realm. 
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RELATIONS TO CORE RACES: Kvals initially 
have trouble fitting in with other races. They can be 
ripe with bad habits and rash behavior. Kvals are also 
prone to a dark sense of humor that others may find 
tactless and crude. Another difference is that kvals 
care little for notions of love or romance, as they 
simply cannot relate. However, a kval can also be 
passionate, witty, caring, and inspiring. Once one gets 
to know a kval, it is much easier to overlook its sinister 
qualities and admire its fierce spirit. Many who 
manage to befriend a kval also find a life-long 
companion. 

Consequentally, kvals get along well with 
humans and dwarves, especially those with strong 
convictions against evil. Their sinister countenance 
often relgates them to the company of benign half-orcs 
and other, less-comely, non-evil, races. Kvals have 
trouble relating to the “prettier” races such as elves, 
gnomes, and halflings who often share a reciprocle 
disregard. Gnomes seem to harbor an innate fear of 
these creatures, and have trouble making freindships. 

RELATIONS TO REMARKABLE RACES: Kvals get 
along best with the stranger races, so long as these 
races uphold the fight against evil. Kvals often find 
kinship with both the xax and the zif races. Zifs are 
particularly interested in the kvals, and believe they 
may be a key element to the fight against unearthly 
abominations. Kvals do not typically get along with 
muses; each tend to see the other as an agent of evil 
masquerading as an ally of good. 

ALIGNMENT & RELIGION: Kvals are almost 
always chaotic, having neither the mind nor the 
patience to recognize the virtues of law and order. 
Only the most self-hating of kvals would become evil, 
as they are naturally inclined against the darker path. 
An evil kval would be the self-destructive sort, 
desperately trying to end its existence through 
outrageous challenge. 

Kvals are most often non-religious, though 
have, on occasion, taken up the flag of any god whose 
goal includes eradicating evil at any cost. Kvals will 
also not hesitate to make alliances with powerful 
outsiders who share the same goal. 

ADVENTURERS: Kvals are often quick- 
tempered and ill-mannered, though lack the 
selfishness and greed that would categorize them as 
truly deplorable. In fact, most view the kvals as a force 
of good, as many kvals relentlessly stalk and destroy 
evil at every opportunity. This tendency is instinctual; 
when asked about their motivation they often convey 
confused responses such as, “Evil is just so annoying,” 
and, “Evil is my natural prey.” 
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Kvals tend to become excellent rogues and 
rangers, viewing those classes as the best avenue to 
hunt and kill evil. They will occasionally take up a 
religion that is congruent with their cause. Kval clerics 
are typically better mannered than others of their ilk, 
as their training teaches them the patience and 
humility that the common kval typically lacks. Kvals 
also tend to be drawn to arcane classes, especially the 
wizard. Kvals can be any other class, but such 
individuals are somewhat rare. 

NAMES: Baccus, Cordo, Felor, Grel, Jart, Kelkor, 
Quort, Rarg, Teris, Ukkob, Velus, Wulp, Zor, Zul 


KVAL RACIAL TRAITS 


+2 Dexterity, +2 Wisdom, -2 Charisma: Kvals are 
naturally nimble and clever as a fox. Unfortunately 
they are blunt, crude, and have little regard for 
manners, especially when it comes to eating. 

Tiny: Kvals are Tiny creatures and gain a +2 size 
bonus to their AC, a +2 size bonus on attack rolls, a 
-2 penalty to their CMB and CMD, and a +8 size 
bonus on Stealth checks. A kval has a space of 2 Ya 
feet and a natural reach of 0 feet (meaning that it 
must enter an opponent’s square to attack). Kvals 
can move into or through an occupied square. 

Senses: Kvals have low-light vision. 

Detect Evil: Once per day, a kval can cast detect evil 
as a spell-like ability. The caster level is equal to the 
kval’s level. 

Fast Speed: Despite its little feet, a kval’s da a 

tail aid in striding and springing 3 t 
it can move as fast as a Small cre 


enemy, a kval counts as if it were in any one squat e 
adjacent to that enemy for the purposes of flanking 
that enemy. 

Lost Under Foot: A kval does not provoke an attack 
of opportunity when entering a larger enemy’s 
space from an adjacent square. 

Natural Acrobat: Kvals receive a +4 racial bonus on 

Acrobatic skill checks. 
Toxic: Any creature that swallows a kval whole takes 
1 point of Strength damage per round until the body 
is removed or destroyed. Kval blood contains 
supernatural toxins that work just like poison, except 
that it bypasses immunity or resistance to poison. 
Languages: Kvals begin play speaking Common and 
either Abyssal or Infernal. Kvals with high 

Intelligence scores can choose any of the 

following: Abyssal, Draconic, Dwarven, Elven, 

Gnome, Goblin, Half ling, Infernal, and Orc. 


KVAL VITAL STATISTICS 
RANDOM STARTING AGE 
Bard, Cleric, 
Barbarian, Fighter, Druid, 
Rogue, Paladin, Monk, 
Adulthood Sorcerer Ranger Wizard 
1 year +1d4 +1d6 +2d6 
AGING EFFECTS 
Middle Age Old Venerable Maximum Age 


Kvals do not die of old age, nor have any effects from aging. 


RANDOM HEIGHT AND WEIGHT 


Base Base Weight 
Race Height Weight Modifier Multiplier 
Kval 10” 90 lbs. 1d6 x2 lb. 
TACTICAL SPEED 
No Armor or Medium or 
Race Light Armor Heavy Armor 
Kval 20 ft. 15 ft. 
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RACIAL FEATS 


The following feats are available to a kval character 
who meets the prerequisites. 


BITE ME 
Creatures that use a bite attack against you are subject 
to your toxic blood. 

Prerequisites: Kval. 

Benefit: Any creature that makes a successful 
bite attack against you immediately takes 1d3 points 
of Strength damage. This damage is cumulative per 
successful bite attack. 


CORROSIVE ICHOR 
Your blood has a corrosive effect on those that attack 
you. 
Prerequisites: Kval, Character level 6. 
Benefit: When an armed melee attack is 
successful against you, the weapon that struck you 
takes 1 point of damage that bypasses the hardness of 
non-magical weapons. Successful unarmed or natural 
melee attacks against you cause the attacker to take 
1d3 points of damage. 


DODGY 
You can dodge the melee attacks of Medium or larger 
foes. 

Prerequisites: Kval, Dex 15. 

Benefit: You gain a +1 dodge bonus to AC 
against the melee attacks of Medium or larger foes. 


INTO THE ROUGH 
You easily slip between obstacles in your path. 
Prerequisites: Kval. 
Benefit: You ignore the effects of difficult 
terrain when making a 5-foot step. 


SEE MORE EVIL 
You can detect evil more often. 

Prerequisite: Kval, Wis 15. 

Benefit: Your detect evil racial trait can be 
activated a number of times per day equal to your 
Wisdom modifier. 


TRICKY TARGET 
Your tiny size and swift motion make you a very 
difficult target at range. 

Prerequisite: Kval. 

Benefit: You gain a +1 dodge bonus to AC 
against ranged attacks. 
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VILE VENDETTA 
Your attacks are fuelled with icy vengeance. 

Prerequisites: Kval. 

Benefit: Once per hour, You may choose one 
creature that successfully attacked you within the last 
6 rounds as a free action. You gain a +2 enhancement 
bonus to attack and damage against that specific 
creature for up to one hour. 


KVAL NPCs 

Tanjor has devoted his life to hunting evil and 
specializes in neutralizing sentient undead. Tanjor has 
a knack for tracking down even the mostly stealthy 
vampire or ghoul. When he first met up with his 
fellow party members, they were convinced that he 
would eventually turn on them. They kept a watchful 
eye on the disturbing little imp as they teamed up and 
took out several nests of fiends. Eventually they 
learned that Tanjor is a valuable ally, teaching them 
that you cannot judge a book by its cover, not evena 
very tiny book. 

Milort has magic in his veins. He took up the 
wizardly cause as soon as he entered this world. The 
minute world he came from had been ravaged by fire, 
and flame is where Milort feels most at home. A bit of 
a pyromaniac, he is well-tempered by his companions 
who have learned to appreciate his arcane prowess. 
They also learned to carry extra water...just in case. 
While Milort is fascinated by pyrotechnics, he has 
vowed never to let this world burn; he long ago 
decided to battle the forces of Hell wherever they 
stand. 

Pelkit arrived in this world with a task. He 
would destroy the Orb of Venak which came with him 
from the vile realm that he originated from. This 
terrible artifact seeks to destroy the world. Pelkit is 
determined to annihilate the orb before it has the 
chance. He has gathered several adventurers to aid 
him in his cause. Along the way, they battle terrible 
evils that the orb calls to. With roguish skills, he has 
managed to smuggle the orb quite far, yet the Pillars 
of Undoing and the end to his quest still lay distant on 
the horizon. 
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PRESTIGE CLASS: THE DEATHSEEKER 
“Tt does not matter when or where I die, what matters is 
who I take with me.” 


Kvals are a bane to evil; drawn to it like moths 
to a flame. Deathseekers are no exception. The life of a 
deathseeker revolves around seeking out and 
destroying evil in its lair. They have no fear; this is 
their purpose. Even when the odds seem stacked 
against them, they persevere. Many have tried to 
dissuade a deathseeker from his quest, but he is 
undaunted. They simply believe that supernatural evil 
must be eliminated, no matter the risk or cost. 

Deathseekers are well-suited to monstrous 
environments, for that is where they dwell. If a 
creature is much more powerful than they are, they 
rise to the occasion. When enemies draw blood, they 
can use that to their advantage. At their highest level, 
even utter failure holds one last surprise. 

Role: Deathseekers prefer to be in the front lines of 
battle. They use melee prowess and their tiny size to 
cut down as many opponents as they can. They will 
often choose the largest and most dangerous foe to 
attack first. Deathseekers are often barbarians, fighters, 
or rangers. 

Alignment: Deathseekers are never evil. Their 
pragmatic approach to destroying fiends, however, 
often precludes them from good alignments as well. 
They have no regard for any law that prevents them 
from their mission, and, consequentially, are seldom 
lawful. Most deathseekers are chaotic neutral, as they 
find such a philosophical outlook to be most 
congruent with their goals. 

Hit Die: d12. 


REQUIREMENTS 
To qualify to become a deathseeker, a character must 
fulfill all of the following criteria. 

Race: Kval. 

Base Attack Bonus: +7. 

Skills: Survival 5 ranks. 

Feats: Dodge, Endurance, See More Evil. 


CLASS SKILLS 
The deathseeker’s class skills (and the key ability for 
each skill) are Acrobatics (Dex), Climb (Str), Escape 
Artist (Dex), Heal (Wis), Intimidate (Cha), Perception 
(Wis), Sense Motive (Wis), and Survival (Wis). 

Skill Ranks at Each Level: 2 + Int modifier. 


CLASS FEATURES 
All of the following are class features of the 
deathseeker prestige class. 


Weapon and Armor Proficiency: Deathseekers 
are proficient with all simple and martial weapon, and 
all armor and shields. 

Raging Malice (Ex): At 1* level, when in the 
same square as a foe with Challenge Rating equal to or 
greater than his level, a deathseeker may activate 
raging malice. While this ability is in effect, he gains a 
+2 bonus to hit and damage rolls, 3 temporary hit 
points per level of the deathseeker class, a +2 
resistance bonus to all saves, and a +5 dodge bonus to 
AC. He may activate this ability once per day at first 
level, and one more time per day every odd level 
thereafter (3"¢, 5th, 7th , and 9th level). If the deathseeker 
attempts to activate the ability in a square that does 
not meet the prerequisite for this power, the attempt 
fails, but does not count towards the limit per day. If 
at the end of his turn he is no longer in the same 
square as the foe that he activated this ability with, the 
effect ends, the temporary hit points vanish, and the 
deathseeker is sickened for the same number of 
rounds that the raging malice was in effect. 
Reactivating Raging Malice temporarily staves off this 
sickness, but the duration of the sickness remaining is 
added on when the effect ends. 

See Evil Fast (Su): At 1st level, when 
activating his racial detect evil spell-like ability, he may 
immediately benefit from three rounds of observation 
in just one round. Furthermore, he is not subject to 
being stunned from detecting overwhelming evil. 

Reckless Spite (Ex): At 274 level, when 
making a charge attack you gain a +2 dodge bonus to 
Armor Class. If the deathseeker has the Lunge feat, he 
also gains a +2 dodge bonus to Armor Class when 
extending his reach. 

Fear Nothing (Ex): Also at 2n4 level, the 
deathseeker learns how to ignore the effects of fear. If 
panicked or frightened, the deathseeker is instead 
shaken. A deathseeker cannot be shaken otherwise. 

Damage Reduction (Ex): Starting at 4t level, 
the deathseeker can ignore some of the damage being 
dealt to him. Subtract 1 point from the damage the 
deathseeker takes each time he takes damage. This 
damage reduction increases by 2 points every even 
level thereafter (6, 8th, and 10t). 
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TABLE: THE DEATHSEEKER 


Psiome{ suasng DIOMJIY 


Base 
Attack Fort Ref Will 
Level Bonus Save Save Save Special 
Ist +1 +1 +1 +0 Raging Malice (1/day), See Evil Fast 
2nd +2 +1 +1 +1 Reckless Spite, Fear Nothing 5 
3rd +3 +2 +2 +1 Raging Malice (2/day) x 
4th +4 +2 +2 +1 Damage Reduction 1/— 9 
5th +5 +3 +3 +2 Raging Malice (3/day), Bloody Toxin E 
6th +6 +3 +3 +2 Damage Reduction 3/— $ 
7th +7 +4 +4 +2 Raging Malice (4/day) a 
8th +8 +4 +4 +3 Damage Reduction 5/—, Rage Refocus 2 
gth +9 +5 +5 +3 Raging Malice (5/day) E 
10th +10 +5 +5 +3 Damage Reduction 7/—, Last Resort 2 
= 
Bloody Toxin: A 5‘ level, the deathseeker increase or decrease the area of effect as needed. The a 
learns to use his own toxic blood to his advantage. Gamemaster may provide some means of escape for 2 
When at half of your maxium hit point value, you deal any good or neutral aligned non-kval who become $ 
toxic damage in addition to any other melee combat trapped on the resulting demiplane at his discretion. A 


damage that you deal. Victims make a Fortitude save 
with the DC equal to 10 + your — = 
character level or become affected; ~~ ae ' 
frequency 1/round for 10 rounds; effect 
1d3 Str damage; cure 2 consecutive saves. 

Rage Refocus (Ex): At 8' level, the 
deathseeker may continue to benefit from 
Raging Malice if he ends his turn in \ 
different enemy’s square than the enemy 
that he activated his power with. The new 
enemy must still have a Challenge Rating 
equal to or greater than his 
level, or the effect ends normally. 

Last Resort (Su): At 10th 
level, when the deathseeker 
witnesses an event that will 
undoubtly plunge an otherwise 
neutral or good aligned world 
towards evil, the deathseeker may 
activate this ability. If the Gamemaster 
agrees that there is no other way to 
prevent this catastrophe, the immediate 
3 square mile radius, including the 
deathseeker and all beings and objects in 
this area, is transported to an inescapable 
demiplane where they remain for no less 
than 1,000 years. Nothing is immune to 
this effect, not even artifacts. As this is a 
potentially campaign-ending power, the 
Gamemaster may adjudicate when this 
power may be used, or if it can be used at 
all. The Gamemaster may optionally 


A 


pa 


paizo.com #1267615, Michael Miller <wild0ne1890 aim.com>, Oct 17, 2009 


paizo.com #1267615, Michael Miller <wildOne189@aim.com>, Oct 17, 2009 


DOOMSDAY ARTIFACTS 


Occasionally a demiplane will return a 


terrible artifact back to this realm, trusted to the care of 
hundreds of kvals. Some kvals often devote their lives 


towards keeping these artifacts out of the hands of 
evil. Featured below are examples of two such major 
artifacts. 


DAGGER OF SUVAL 


Aura strong conjuration, transmutation, and 
necromancy; CL 25th 
Slot weapon; Weight 1 lb. 


DESCRIPTION 


This dagger is intricately carved from the arm-bone 
of an archfiend. Its blade is etched with eldritch 
runes that waver and shift with the thoughts of its 
wielder. It is a +5 unholy vicious wounding dagger. 
The current owner of the Dagger gains a +10 bonus 
on Bluff and Stealth skill checks. Once per day, the 
owner can use destruction as a spell-like ability 
(Fortitude, DC 30). Once per week, the owner can 
summon 1d4+1 bone devils, as summon monster IX; 
duration 25 rounds. The Dagger of Suval 
communicates telepathically to its bearer. It starts 
with messages of how the world needs to be 
cleansed, pointing out all the injustices and 
atrocities of the world. It then begins telling of rich 
rewards in the afterlife for bringing an end to it all. 
However, this does not stop with atrocities. 
Eventually the Dagger demands blood and 
destruction of everything. If the bearer does not 
comply, the next use of the destruction ability will 
backfire and consume the Dagger’s owner. 


SKULL OF ATAKLA 


Aura strong conjuration, evocation, and illusion; 
CL 20th 
Slot none; Weight 5 lbs. 


DESCRIPTION 


DESTRUCTION 


The Dagger of Suval disintegrates if plunged into the 
heart of a living mortal man who has killed at least 
1,000 innocent people. 


This human skull appears unremarkable aside from 
its pale green color and topaz eyes. The eyes glow 
with a sickly yellow radiance. The current owner of 
the Skull gains darkvision up to 60 feet and 
blindsense up to 30 feet. When in low-light or 
darkness, the owner gains a +10 bonus to Stealth 
checks, a +4 bonus to AC, and a +2 bonus to hit. In 
sunlight, this becomes a -4 penalty to AC, and a -2 
penalty to hit. The owner can use the following 
spell-like abilities as a standard action (DC 25): 
obscuring mist (1/round), fog cloud (1/hour), 
darkness (5/day), deeper darkness (3/day), and 
shadow walk (1/day). The Skull of Atakla speaks in 
telepathic whispers to its owner. It encourages the 
owner to shun daylight, and preaches that true 
power resides in darkness. The Skull slowly 
perverts its owner to believe that the sun is actually 
an enemy, and the world would be better off 
plunged into darkness. If the bearer is resistant, the 
Skull will incessantly plea to be passed on to 
someone who better understands the plight of 
darkness. 


DESTRUCTION 


The Skull of Atakla burns to ashes after being 
exposed to direct and true sunlight for 7 days and 7 
nights. If so much as a shadow falls across the skull, 
the attempt fails. 
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KVAL 
This tiny, wingless imp carries a small short sword—longer 
than he is tall—in his oversized hands. With a skillful 
flourish of the blade, one can tell this creature has no trouble 
wielding a weapon of this size. 


XP 200 
Kval rogue 1 

CG Tiny outsider (native) 

Init +3; Senses low-light vision, Perception +5 


RIFT SWARM 


XP 38,400 


N Tiny humanoid (swarm) 
Init +8; Senses low-light vision, Perception +22 


DEFENSE 


AC 17, touch 17, flat-footed 12 (+4 Dex, +1 dodge, +2 size) 
hp 195 (16d8+112) 

Fort +18, Ref +15, Will +15 

Defensive Abilities swarm traits 


OFFENSE 


Speed 20 ft. 
Melee swarm (4d6+12 plus poison*) 
Space 10 ft.; Reach 0 ft. 


STATISTICS 


DEFENSE 


AC 15, touch 15, flat-footed 12 (+3 Dex, +2 size) 
hp 10 (1d8+2) 
Fort +2, Ref +5, Will +1 


Str 34, Dex 18, Con 25, Int 6, Wis 18, Cha 6 

Base Atk +15; CMB —, CMD — 

Feats Dodge, Great Fortitude, Improved Initiative, Iron Will, 
Lightning Reflexes 

Skills Climb + 15, Perception +22, Stealth +30 

SQ lost under foot, toxic 


ECOLOGY 


OFFENSE 


Speed 20 ft. 

Melee short sword +5 (1d4+1/19-20) 

Ranged Sling +5 (1d3+1/ X2) 

Special Attacks Sneak attack +1d6 

Spell-like A bilities(CL 1%) 
1/day—detect evil 


Environment any ruins 
Organization solitary, hoard (2-6 swarms) 
Treasure none 


SPECIAL ABILITIES 


STATISTICS 


Str 13, Dex 17, Con 14, Int 12, Wis 12, Cha 6 

Base Atk +0; CMB -1, CMD 12 

Feats Weapon Finese 

Skills Acrobatics +10, Bluff +4, Disable Device +6, Escape Artist +6, 
Intimidate +2, Perception +5, Sense Motive +5, Sleight of Hand +6, 

Stealth +16; Racial Modifiers +4 Acrobatics, +8 Stealth (for size) 

Languages Common, Abyssal, Infernal 

SQ flank from below, lost under foot, toxic, trapfinding 


ECOLOGY 


Environment any land 

Organization solitary, pair, or mob (3-5) 

Treasure NPC gear (short sword, sling, bag of 6 sling bullets, 
other treasure) 


SPECIAL ABILITIES 


Flank From Below (Ex) When sharing a square with an enemy, a 
kval counts as if it were in any one square adjacent to that enemy 
for the purposes of flanking that enemy. 

Lost Under Foot (Ex) A kval does not provoke an attack of 
opportunity when entering a larger enemy’s space from an 
adjacent square. 

Toxic (Ex) Any creature that swallows a kval whole takes 1 point of 
Strength damage per round. The ability damage continues 
until the body of the kval is removed, removed or annihilated. 


RIFT SWARM 


Kvals are born into this world in terrible numbers. 
Inexperienced, naked, hungry, and thirsting to destroy evil, 
this horde can spawn masses of hundreds of newling kvals 
that scour the countryside for months before dispersing for 
individual goals. This is known to the kvals as a rift swarm, 
which, to a kval, carries the same sentiment as family. 
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Lost Under Foot (Ex) A rift swarm does not provoke an attack of 
opportunity when entering an enemy’s space from adjacent 
squares. 

Poison (Su) Swarm—injury; save Fort DC 26; frequency 1/round for 
10 rounds; effect 1d3 Str damage; cure 2 consecutive saves. The 
save DC is based on Hit Dice. 

*Kval blood contains supernatural toxins that work just like 
poison, except that it bypasses immunity or resistance to poison. 

Toxic (Ex) Any creature that swallows a kval whole takes 1 point of 
Strength damage per round. The ability damage continues 
until the body of the kval is removed or annihilated. 
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KVALS IN YOUR GAME 


In a world where half-orcs and tieflings can be 
accepted as a player race, the kvals may fit in very 
well. In many ways, they appear much less 
threatening than orcs and tieflings. However, playing 
a race that is less than a foot tall can provide some 
very interesting challenges. First, everything is going 
to be out of reach, too big, and generally giant-sized in 
comparison to this character. The kvals can 
compensate with large hands, and really good 
acrobatic skills. Still, it may be difficult to be taken 
seriously when you are the size of the average 
housecat. 

The size can also be a great advantage. Kvals 
are no less powerful than other races, but they 
distinctly appear to be nothing more than a minor 
nuisance. Enemies will likely underestimate or fail to 
notice a kval, which can be a fatal mistake. 
Conversely, a kval may be confused for a diabolic imp, 
and unjustly targeted by forces of good. 

Despite their ancient origins, kvals in this text 
are presented as a fairly fresh race to the world. They 
are rarely encountered and cannot reproduce 
naturally. A new batch may have entered your world 
eons after the last batch. Therefore they do not need to 
be intertwined with your existing campaign history. 
This allows them to be placed in virtually any 
campaign setting with little work. As is, they require 
almost no adjustment to your world to begin play 
immediately. 

However, if the back story will not work with 
your campaign, there are alternatives. The kvals could 
easily be a goodly race that has fled from Hell, 
invading your world in droves in search of sanctuary. 
Or perhaps the kvals are natural creatures; a race of 
kobolds infused with diabolical blood. The kvals may 
also be from another reality; a reality in which evil has 
triumphed and the only goodly survivors are these 
tiny imp-like creatures. 

Whatever the case, a kval will make a 
welcome addition to any game as the tiniest character 
in the group, an unusual option for a player seeking 
something entirely different, a challenge for the player 
who likes to play everything, or even a fun alternative 
for those who want to see the world from a different 
angle. 


OPEN GAME LICENSE Version 1.0a 


The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 
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Add New Life to Your Game 


The Remarkable Races: Pathway to 
Adventure books are colorfully illustrated 
PDF books, 100% compatible with the 
Pathfinder Roleplaying Game that give 
rules for playing new and unusual PC 
races. Each book contains all you need to 
play a character of one new race & more! 
Races were designed to fit into nearly any 
campaign. With versatile and non-intrusive 
back stories, these creatures can be 
spontaneously added to any setting. Mix 
and match to suit your world. Best of all, 
they are only $2.95 a piece! Whether you 
are DM looking for new options, or a player 
seeking something different, the 
"Remarkable Races” line by Alluria 
Publishing will breathe new life into your 
game! 
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